Information Technology (IT) is the "practitioner focused" discipline within the field of computing. The BSIT degree program, the applied computing degree at NJIT, provides a balanced approach to software and hardware applications and their conceptual underpinnings. Moreover, the program offers an array of specializations that prepare students to enter various areas of the information economy. IT courses are taught by faculty and industry professionals having years of IT experience. Students benefit from a hands-on approach that provides them with a real grasp of the actual technology, development tools, and paradigms in demand in the IT industry.
The Game Development specialization is designed to give students a command of programming in C and C++ as well as other scripting languages (such as Unreal Script, XML, Lua and Python are commonly used in game development) associated with game development. The students will learn how the system architecture for games is designed with various considerations in mind such as the target platform and 2D or 3D graphics. Students will learn how to design and create their own game engines as well as how to program the game logic that uses those engines. Upon graduation, a student from the Game Development specialization will have completed both game modification projects and a number of games they have programmed from scratch and implemented on multiple platforms.
Multimedia Specialization
The IT specialization in Multimedia offers students significant opportunities to build on fundamental principles of computer-aided graphic design, audio and video production as they are used in streaming media, web-based commerce, entertainment, education and public information services.
Network and Information Security Specialization
Network Security is a high priority for computing professionals in business organizations, government agencies, the military, and any proprietary setting. Students choosing this specialization will come to understand the evolution of computer security; applied computer operations and security protocols; data transmission and storage protection methods via cryptography; ways of identifying, understanding and recovering from attacks against computer systems; methods of security breach prevention; network systems availability; applications security, recovery and business continuation procedures; and counter systems penetrations techniques.
Web Applications Specialization
The IT specialization in Web Applications focuses on different aspects of the Information Systems lifecycle. Students will take courses in different areas of web and information systems including web design techniques and web application development. Students will learn how these technologies can be best utilized within organizations. IT 120. Introduction to Network Technology. 3 credits, 3 contact hours (3;0;0). An introduction to the basics of networking in a modern operating system environment. Emphasis is placed on the application and management of networking technology. Topics to be covered include: the OSI model, network hardware and technologies, network protocols, wired and wireless networks, TCP/IP. Whenever possible, concepts will be explained through the use of hands-on exercises that reinforce the lecture material. . This course will introduce task automation using shell scripting in a multi-OS environment using the Shell and the Perl programming languages. Topics covered will include scripting commands, control structures, functions, scalar data and lists, regular expressions, hashing, automating administration functions and debugging. Lessons will be enhanced through the use of hands-on exercises to strengthen comprehension.
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IT 265. Game Architecture and Design. 3 credits, 3 contact hours (3;0;0).
Prerequisite: IT 201 or equivalent. Course introduces students to the core concepts and design methodologies integral to designing and developing games and other Entertainment Software.
IT 266. Game Modification Development. 3 credits, 3 contact hours (3;0;0). Prerequisites: IT 102 or IT 114 or CS 116 or CS 114. This course introduces students to the basic concepts of game programming and development. Students will learn how to reprogram a professional game engine, or Modification (Mod) development as it is referred to in the industry. Students will work with C intensively. Students will work on their own game projects utilizing the professional game engine.
IT 276. Game Development. 3 credits, 3 contact hours (3;0;0). Prerequisites: IT 265 and IT 266, or, CS 265 and CS 266. This course introduces students to the core concepts and skills necessary for the development of games utilizing 2D graphics. Students will learn how to set up and program their own 2D graphics based game engine. The engine will integrate 2D graphics, audio, input handling and network socket programming. Students will learn how to utilize their own custom 2D graphics and sounds into their projects. Once complete, students will have created two fully functional games.
IT 286. Foundations of Game Production. 3 credits, 3 contact hours (3;0;0). Prerequisites: IT 202 and IT 265. This class introduces students to many of the tools and design methodologies needed for electronic game production. This class will focus heavily on scripting, level design and content control as applied to game development. Students will learn a few scripting languages that are used in the games industry such as Unreal Script and Python. Students will work on projects to develop the levels, controls and scripts in order to create a new game experience with a professional game.
IT 287. Advanced Game Production. 3 credits, 3 contact hours (3;0;0). Prerequisite: IT 286 or COM 266. This course will build on tools and techniques presented in Foundations of Game Production and guide students through the development cycle of game levels. This will be a hands-on class that will teach students the development styles and revision techniques used in the professional game industry. Upon completion of the course, students will have first hand experience producing professional quality content for electronic games and a portfolio of work. IT 400. Information Technology and the Law. 3 credits, 3 contact hours (3;0;0). This course will provide an introduction to legal concepts, principles and terminology as applied to modern information technology. The historical background and foundations of the various principles of U.S. Statutory and Common Law will be considered and will be used to explore how such principles may be applied to encompass and govern modern legal interactions in the U.S. and internationally. Through assignments and class discussion, which will often involve the Socratic Method, students will be expected to spot potential legal issues and make logical arguments for and against various legal propositions. Prerequisites: open only to Information Technology majors who have the prior approval of the program director and the IT faculty who will guide the independent study taking the form of investigations, research, and reports on advanced topics in information technology. Students must prepare, in collaboration with their faculty mentor and in the semester prior to enrolling in this course, a detailed plan of topics and expected accomplishments for their independent study. This must have the approval of both the program director and the faculty mentor. A student may register for no more than one semester of independent study.
IT 490. Systems Integration. 3 credits, 3 contact hours (3;0;0). Prerequisites: CS 113, IS 331 and IT 340. The course will introduce the major design, implementation & distributed deployment issues regarding system integration, Network Operating Systems (NOS), cross platform database integration, e-commerce and e-business applications implementation, crossservers & multiple locations e-sessions migration and the related communications security.
IT 491. IT Capstone Project. 3 credits, 3 contact hours (3;0;0). Prerequisites: senior standing. An opportunity for students to integrate the knowledge and skills gained in previous information technology work into a team research project. The project involves investigation of current literature as well as implementation of either a part of a large application or the whole of a small system.
